INSIDE: Who ts Moji, Zhin in the Meta, HRX 2018 & More! 


WEWANT YOU 
TO JOIN THE FIGHT 


FROM THE EDITORIAL STAFF 


Lots has changed since you guys last saw an issue from 
us: we crowned a new champion in Natus Vincere (EU), 
HiRez announced Paladins Battlegrounds and the further 
development of Paladins Strike, Moji was released, and 
our very own Lexi took the stage at HRX! Luckily for you, 
we have articles on all of these topics for your enjoyment. 
Although | don’t play flankers too often, | took a stab at 
giving you the rundown on Moji. CosmicDante fills the 
middle of this issue with an analysis of Zhin’s place in 
the meta and poetry for every tank champion. Last is the 
long awaited HRX content, with Lexi telling us about his 
adventures as a player at HRX and Chrissao telling us 


what to take away from the event’s Paladins competitions. 


Lots of work goes into the magazine, so we hope you 
enjoy it! 
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LLL ih bbb diiieiccddddddddcdccccdccccccccccccccccacaaaadcadaddade By Jacob Russell 


OLLI 


As someone who comes from SMITE, a game where the gods sling their magic everywhere, | 


love when magical champions are added to Paladins. | don’t play flankers too often (because 


people always instalock them), but | absolutely love Moji’s visual design! It’s been a long time 


since a champion has been added that has a pet, and Moji has two! 


What’s great too is that Moji sees them as 
more than just tools for battle, but as friends 
(her title is “and Friends”). The design team 
did a great job on her visuals and lore, things 
that are very important in hero shooters. 
Before we get into her kit, it’s important that 
you know Moji’s lore: 


“While the rest of the rabbit-like leipori fled 
to the forests to avoid getting involved in 

the war raging across the Realm, Moji took 

it upon herself to summon the great nature 
spirits to defend the world. She charges into 
battle atop her trusty familiar, Po-Li, who 
carries her through the fray as she unleashes 
a maelstrom of sorcerous destruction on her 
enemies. Once the war is over and the Realm 
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has returned to its natural state, she hopes to 
return to the forest and help her people begin 
the healing process, restoring all that was 
lost.” 


Moji’s primary fire (LMB) is Familiar 
Spit. Your left familiar spits out a 250 
damage projectile every 0.6 seconds. This 
primary fire synergizes with her secondary 
fire in that they can be fired at the same 
time and Familiar Spit deals more damage to 
enemies that have stacks of Magic Mark on 
them (those marks are applied by Familiar 
Spray). It doesn’t have ammo and has no 
reload. Tons of flankers struggle from long 
range, but Moji can hold her own if she aims 
Familiar Spit well. With the Boom Boom 


The Game On Magazine 


legendary, detonating a Magic Mark damages 


all enemies within 12.75 units at level 1 (15 
at level 4) of the original target. Using this 
legendary against multiple enemies in a small 
Space can prove very effective. 


Moji’s secondary fire (RMB) is Familiar 
Spray. Your right familiar deals 50 damage 
every 0.1 seconds in a column of magical 
energy and applies one Magic Mark for every 
hit (10 max). The ability is labeled as direct 
damage, but it can hit multiple enemies. 
For each consecutive Magic Mark stack, the 
amount of bonus damage is a bit random. 
Since Paladins Mag is my escape from math 
Class, I'll just let you know that more marks 
equal more damage (with the maximum 
bonus damage being 775 at 10 stacks). If 
you can successfully get behind an enemy 
without being attacked, your best move is 
to get as much Familiar Spray on them as 
possible before detonating it. 
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Moji’s first ability is Magic Barrier. This 
ability projects an impenetrable field around 
Moji for 2 seconds (but it can be canceled 
early). Enemies that attack the barrier 
instantly gain 10 stacks of Magic Mark. 
Magic Barrier has a cooldown of 7 seconds, 
and the cooldown doesn’t start until after 
the skill ends. Make sure you’re using this 
ability when you only need defense, as you 
cannot do anything else while channeling it. 
Obviously this ability is meant to be a “get 
out of jail free” card, but | love using it to get 
the 10 Magic Mark stacks and detonating 
them from range. 


Moji’s second ability is Scamper. Scamper 
is a fairly simple ability at face value, but 
there’s a lot of weird technical things with it. 
You can’t change direction of the dash with 
the movement keys, you have to use your 
mouse instead. The dash must be started 
while you’re on the ground and it conserves 
momentum if you’re stunned during it 
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(meaning you won't get stunned during the 


dash). Scamper has a 5 second cooldown, 
but it can be canceled early by using another 
ability. With the Toot legendary, activating 
Scamper leaves a cloud that grants allies 
30% movement speed for 6 seconds and 

510 health at level 1 (600 at level 4) health 
over 3 seconds. Giving a flank a heal was a 
great idea because some flanks have a lot 

of similarities in their kits that make them 


eating the treat and cancels all abilities 
besides Scamper. With the Snack Attack 
legendary, players killed while in your 
ultimate drop a pick up that heals you for 680 
health at level 1 (800 at level 4) when picked 
up. The other legendary for Bon Appetit is 
Yummy. Yummy makes it so consuming a 
victim of your ultimate recharges it by 50% 
and heals you for 850 health at level 1 (1,000 
at level 4). If you don’t know what legendary 
to choose from these two, base it off of the 
enemy team composition. Yummy is probably 
better if you’re fighting against 2+ tanks 

(So you can transform them more often) 
while Bon Appetit is better if you need more 
healing while you’re taking a lot of damage. 


Moji’s been considered pretty weak on 
release, but she definitely has potential to be 
a popular champion (at least casually) given 
how unique she is. It also helps that she can 


somewhat stale. Maybe we'll see more people be molded into four very different playstyles 


playing support in casuals if they can play 


depending on her legendary. | hope you enjoy 


flank at the same time. Lexi, another Paladins whether you’re doing mass AoE damage, 


Mag writer, is a Support player in the EU PGS 
and he has been having a lot of fun with Moji 
Support. (You can expect an “Against the 
Grain” article from him on this playstyle in 
the next issue.) 


Moji’s ultimate is Bon Appetit. Bon 
Appetit is an arcane spell that transforms 

a single enemy into a treat for Po-Li to eat. 
Becoming a meal for Po-Li (Moji players 
have to right click the treats) means you're 
instantly executed and can’t be revived, 
even if you’re damage immune at the time. 
Abilities can’t be activated while Po-Li is 
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dropping a heal, or giving treats to Po-Li. 


By Jacob Russell 
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PLAYER EXPERIENCE 


LL hsb ba igdiciddddddcdcdccccccccdccccccccccccccccaccdadadadaadade By Lexi MY0&WUMiidiiddiiiddiiddiiiddiiddiildiil, 


It’s not often that people get to say they could walk on a stage and have hundreds of people 


cheer for them in the world of video games. But yet that was me as HRX began, lights and 


smoke paving my team’s way onto centre stage. 


I’m fairly confident nobody in the crowd knew 
who we, GankStars, even were; some nobody 
console team stepping where the greats of 
SMITE would soon play. However, they still 
continued to clap and cheer as if we were one 
of those greats - and damn it felt good. 


HRX 2018 was an eye opening event for me. 
As a newcomer to Hi-Rez as a developer, 

and an even newer comer to competitive 
Paladins, it was surreal to see the amount of 
passion and glee across the faces of the fans, 
staff, and players on both the Main and Expo 
Stage. The Expo Stage is what we'll focus 

on since it was the home for the majority of 
the Paladins action at the event, as well as 
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the location in which Paladins’ developers 
gave both players and visitors their first 
opportunity to play Paladins Battlegrounds; 
the new Battle Royale game mode coming 

to Paladins in Spring of this year. What? You 
want to know what Battlegrounds is like? 
Well, of course you do. And lucky for you, you 
can Snag all the details down below as well 
as a brief look into both Bot Smashers and 
Paladins Strike. 


The Expo Stage at the HRX convention was 
filled to the brim with various side stations 
that littered the show floor beyond the 
Space reserved for tournament play up 
front. Despite it being a mostly dedicated 
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Paladins tournament space, previews for both 
Smite Season 5 and Bot Smashers were also 
available to the general public for testing. 
However, the largest amount of floorspace 
was dedicated to Paladins Battlegrounds, 
with a total of around 60 computers set up 
and ready to go for matches throughout the 
day. Despite it being a very early build of 

the gamemode, many of the core features 
worked wonderfully and | was beyond 
impressed by the stability shown by the 
Paladins servers when supporting such a 
large-scale mode. Considering the regular 
fears displayed by the community concerning 
server performance or the potential issues 
that can arise from large patches, it was a 
welcoming first impression. 


When you get ready to deploy onto the wide 
scale map of Paladins Battlegrounds, you 
are greeted with a much different champion 
select screen. The thirty or so champions 


& 
do 


DINS 


are whittled down to just eight - two from 
each role, with RNG in effect as to which 
champions will show up at the beginning 

of every game. The reason? Variety. As 

many have probably already expressed, 
certain champions like Kinessa or Grover are 
obviously favoured when it comes to the long 
range battles that Battlegrounds commonly 
features. One thing that people will have to 
accept is this imbalance is all part and parcel 
of the Battle Royale experience; not every 
champion’s kit will transition over well. But 
what the random mix of eight champions 
allows for is different playstyles each game. 
Maybe in one game none of the long range 
kits will be available, so combat will focus 

on close quarters and well-timed dives. In 
another, engagements might be spread out 
across entire towns, with snipers peeking out 
of balconies trying to find the first pick. It’s an 
interesting way to tackle the potential issue 
of stagnation when it comes to Battle Royale. 


BETA 


BATTLEGROUNDS 
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With champions being binded to their squad gameplay and the team compositions 
weapons and abilities, the loot of Paladins that you can make with the different 
Battlegrounds is quite unlike its genre-bound champion roles. As we quickly realised while 
compatriots. Instead of a mad scavenge for playing from match to match, healers like 
weapons and explosives at the beginning, Seris and Grover are essential in winning 
chests are filled to the brim with upgrades teamfights in the mid-game. Tanks are often 
and buffs to your base champion. Increased utilized as one-man armies; teams stack all 


health, increased reload speed, extra of the strongest loot on them and rely on the 
damage, movement speed buffs...the list likes of Makoa or Ruckus to simply strongarm 
goes on. You won't be able to win a game enemy teams into submission. One of my 

of Battlegrounds hiding and lurking on the favourite matches at the venue involved us 


sidelines; without these buffs, you are sure to kitting out a solo tank Ruckus with a number 
be wiped from the face of the realm once you _ of high tier items to boost both his health and 
come up against a fully kitted team. That’s rejuvenate so all we had to do in teamfights 
the other big difference here too - while a was pocket him as he shredded through 
mode for duos Is being considered, Paladins anything that moved. It can be a blast to 
Battlegrounds’ main focus lies within its explore different potential playstyles. 
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Grohk + Support 


Outside of the Battlegrounds hype zone, the 
Paladins Strike stand still saw a steady flow 
of attendees sliding in to try out the mobile 
game as development steadily continues. 

It was at this HRX that Hi-Rez announced 
that Paladins Strike would be soon available 
across the globe for further beta testing, 
bringing a more enclosed and MOBA- 
focused spinoff of the hero shooter title. 

But even outside of these vast expansions 
to the Paladins franchise, the plethora of 
tournament play and announcements for the 
base game promise a bright future ahead. 


My matches against Team Elevate in the 
Xbox Finals of the Console Wars may have 
gone rough, and North America may continue 
to display dominance in the console scene, 
but my main takeaway from the experience 
of HRX 2018 is that Paladins is heading 


Paladins Community Magazine Issue 14 


toward a very bright future. Why? | say this 
because | know how passionate both its fans 
and developers are about its success and 
innovations. As far as my experience goes 

as a player, Hi-Rez’s treatment of our team 
only helped to elevate the event beyond 
anything | had experienced before. Losing 4-0 
was rough (especially considering we were 
unlucky enough to have to use a substitute 

in the wake of an emergency departure from 
our main tank), but | Know we can return 
stronger than ever in order to contest for the 
Console Wars title at future LAN events. I'll be 
sure to offer up constructive tips, strategies 
and build advice as the game continues to 
grow to any aspiring players out there who 
want to make the plunge as | did into the 
exciting competitive atmosphere of Paladins. 


By Lexi 
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ZHIN 


Lx bbb digsicdcdcddddcddcccccccccccccccccccccaaaadadadde By Ha rry Clou gh 


MMMM hh hhh tds 


Zhin was released in June of last year and ever since has struggled to find his place in the 


meta. Most of the other flankers have had their time in the limelight and have been very 


meta picks for a substantial amount of time. 


Androxus was a Staple pick in esports and 
players like Mutu became famous for his 
flicks at the Masters LAN in April last year, 
sending many enemies into the shadow 
realm. Maeve, with her Raeve Maeve skin 
and buffs, was a first pick in the latter part of 
2017 and Talus showed up at HRX in January 
to be a pivotal pick since it was so powerful 
to have built in anti-heal on Talus’ right click 
. Zhin, however, has not yet found his place 
high up on tier lists. | want to examine why 
this is, considering the strength of his kit and 
why | think my favourite flanker isn’t in the 
strongest place. 


When Zhin was first released there were two 
strong ways you could play him, with the 
legendaries Retaliation or Smolder. Smolder 
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allowed you to heal for 60% of your health in 
Billow and Retaliation allowed you to counter 
more than once during your Counter ability. | 
personally preferred the Retaliation playstyle 
because Zhin had strong cards to supplement 
it: such aS movement speed during Counter, 
extended duration of Counter, and healing 
for every hit countered. This allowed him 

to thrive against players who didn’t know 
how to play around his kit and meant that I, 
as a Support and tank main, could perform 
quite well on Zhin without embarrassing 
myself! The ability combo for the Retaliation 
playstyle was this: Whirl into a group of 
enemies dealing 400 damage on each target 
high, swing away until you get low on health, 
counter for 2 seconds with the cards to help 
you, and Billow away to safety while an ally 
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heal tops you off. Rinse and repeat. While | think Zhin has lost a lot of his viability in 
there were initial kinks that need to be ironed OB65 due to Cards Unbound. | am a fan of 
out when he was first released, such as Zhin Cards Unbound on the whole and think it 
not being able to jump in Billow and having a__ has improved the game greatly, but some 
frustratingly long delay between his abilities. | champions (flankers in particular) have been 
Even after those fixes, he still has never been 
a popular choice in the esports scene. 


| talk a lot about his ability Counter because 
it is one of the strongest abilities in the 
game, namely because it can counter many 
champions’ ultimates, which in my opinion 
is a strong reason to pick him up. The most 
interesting mechanic about Counter is that 
it absorbs projectiles like Skye’s Time Bomb, 
Pip’s Evil Mojo and Inara’s Seismic Crash. 
Zhin can counter the ultimates of Drogoz, 
Lex, Inara, Barik, Skye, Seris, Viktor, Ruckus, 
Grohk, Torvald, Bomb King, Pip and Androxus. 
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hit hard in bound modes by the limitations of 
level 4 cards. The biggest example of this is 
that Zhin’s Fan The Flames card reduced the 
cooldown of Billow by 25-100% prior to Cards 
Unbound but now only reduces the cooldown 
by 40% in Bound modes. In addition, the 
legendary card Smoulder now heals for 40% 
of your maximum health instead of 60%. 
Overall, champions that are very dependent 
on cards, not just their kit, have been hit 
hard. 


| think Zhin’s new legendary will see him 
placed higher in the meta in coming patches. 
His fourth legendary is Yomi, Yomi makes his 
third attack in his attack chain deal more 
damage, travel faster, go through enemies, 
and have an infinite range. | like this new 
legendary a lot, as it changes Zhin’s playstyle 
completely. Whereas with Smolder you have 
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the freedom to be super aggressive and 
Billow away to safety while healing, Yomi 
gives you much more poke ability from range 
and duel stationary snipers. When | see 
streamers play Yomi Zhin, a popular tactic is 
to hit your first two shots into the wall and 
then peek around and fire the third shot at a 
far away Sniper or into a group of enemies to 
deal massive damage while still being safe. 


| sooke to Paladins pro player and Pip one 
trick Simsiloo (of Virtus.pro) in one of his 
streams and asked him about Zhin’s place 
in the meta. Simsiloo has been one player 
who has played a lot of Zhin and showed 
the Paladins community in PPL games how 
effective Zhin can be at stalling for time on 
the point with the Retaliation legendary that 
allows him to counter again and again until 
the time runs out. Zhin has the potential to 
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stall out the enemies on the objective so his 
teammates can have time to run back and 
back him up. 


Simsiloo agreed that Counter was the 
strongest ability, as it can nullify strong 
enemy abilities like Makoa’s Dredge Anchor 
and Viktor’s Frag Grenade. | asked him if 
giving Zhin vertical mobility in his ability 
Whirl would improve his place in the meta, 
something that | think certainly would 
improve him as a flank champion. He said 
that Zhin already has good mobility with 
Billow and Whirl, but his main gripe with Zhin 
was his ultimate, Spite. This ultimate makes 
you lunge forward, connect with an enemy 
in the air and deal 2000 damage to them 
over its duration (assuming you aren’t using 
the Guillotine legendary). Simsiloo said that 
the ult is pretty bad, you are locked in place 
and easy to burst down while you slowly 
(and barely) kill an enemy squishy. Zhin 

has a legendary, Guillotine, that increases 
the damage done in Spite and grants him 
damage immunity but, as Simsiloo went on 
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to say, you can be CC’d out of the ability. 
Players often use Zhin’s ultimate as a vertical 
mobility ability to reposition or get up onto 
high ledges. This isn’t such a waste, as you 
retain 30% ult charge if you don’t hit an 
enemy. Even Coach Bitey (of SK Gaming), 
who has been very vocal about his love 

for Zhin, replied to my tweet asking about 
vertical mobility saying that Zhin is extremely 
good right now and doesn’t need vertical 
mobility! 


Where does this leave Zhin in OB65 and 
onwards? | am hopeful that balance changes 
will come through that adjust many of the 
cards that are now very much underpowered. 
As for Zhin, he has a very powerful kit and 
needs good mechanical skill to manage 
cooldowns and use abilities at the right time. 
A high risk, high reward champion, | am 
confident that Zhin will rise in the meta due 
to a powerful new legendary and his ability 
to be a self sustaining and damage dealing 


flanker. 
By Harry Clough 
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PALADINS POETRY 


TANKS 


COCOULLOUULLUUULLTUULLLLULLLULL LLL LLU By Harry Clough 


MMMM MMM NN hh ds 


This ts ts the second poetry article we’ve had in the magazine. Make sure to check out the 


one we had for supports in Issue #10! The poems in the last poetry article had two stanzas of 


four lines with a AABB CCDD scheme and this one has poems with one six line stanza and a 


AABBCC rhyme scheme. Hopefully we can fill out the other two classes in later issues. Enjoy! 


Inara 

The stone warden cares for all the earth. 
She finds joy, beauty and peace in all its 
worth 

She’s tough to kill, impossible to slow. 

From atop her Impasse she deals her deadly 
blows. 

She and Terminus are the Stagalla pair 

But fight one another, what a sordid affair. 


Fernando 

No team is a hot team without the self- 
appointed knight 

He’s the guardian you want in any fight. 

His smile is glinting, it’ll make you feel frozen 
And it even cheers up Wekono’s Chosen. 

But just when you think you killed him with a 
crossbow 

He ults, he lives, “not yet amigo!” 
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Makoa 

| always wanted a plushy turtle 

To brighten up my day. 

But there’s a darker side to Makoa 
His deadly ancient rage. 

You think that he just wants a hug 
And embrace you in his shell 
Instead he hooks you to a ledge 
And drops you down to hell. 
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Ruckus 

A goblin mech duo with guns galore, 

1,500 bullets a minute, but there is more. 
Ruckus is mad and Bolt is sad, life’s a mire 
Their earth-shaking combo of Hexafire. 

A tank shredder who melts through shields is 
great 

But go toe to toe with them and meet your 
fate. 


Terminus 

Terminus’ story is saddest of all 

The Magistrate commands he stand proud 
and tall. 

But while all he wants is to rest in peace 
His endless servitude will never cease. 
Remember to stay a far distance away 

Or he'll chop you down and make you pay 


Torvald 
The master of the arcane has many utilities, 
But most important is his humility. 

He protects, recharges and silences his foes 
And blasts them with Hyper Beam to their 
death and woes. 

He longs to fight for the Overwatch forces 
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“For where we’re going we don’t need 
horses.” 


Ash 

Ash the War Machine, she likes to flak, 

Before you know it she’s in your face ready to 
attack. 

Her crowd control is a sight to be seen, 

She'll burst you and bash you ‘till you’re dizzy 
and green. 

But when times are tough and she asserts 
her dominance, 

There’s no one in the realm who compares in 
prominence. 


Barik 

Everyone loves the stay-at-home dad, 

He’s a natural fighter and never gets sad. 
Barik’s well equipped to deal with a disaster, 
With his Turrets and Rocket Boots he’s a 
defensive master. 

Like a true Scotsman he gambles and sings, 
But don’t get too friendly cause “last one 
standing wins!” 


By Harry Clough 
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FIVE ESPORTS TAKEAWAYS 


Lx ig sh bbb gididiccdcdccdddcdccccccccecaccccccccddddécd 


1. EU IS BACK ON TOP 


Of the four EU teams that went to compete 
at the Paladins World Championship, Virtus. 
Pro were the only team to not make it to 

the semifinals despite being the top seed. 
VP were still able to advance to the Winners 
Finals where they lost to Ninjas in Pajamas 
(NIP). VP later would fall to Nocturns, I'll talk 
about them later, finishing 3rd in the group 
and 5th/6th overall. On top of this, both 
group winners (NiP from A and Natus Vincere 
[Na’Vi]) from B, came from Europe. The most 
important series of the year, the Paladins 
World Championship Grand Finals, was a 
match of two European teams, Na’Vi and 
Fantic. Na’Vi came out on top in a clean 4-0 
sweep, showing again how powerful EU can 
be. EU once again looks like the top region, 
which begs this question: How much of a 
fluke was Valencia? 
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Y By Christopher Wilson “\W“W“Y“Yaiiy 


2. LATAM CAN PLAY WITH 
THE BIG BOYS! 


After coming into this with exactly zero, 
Z-E-R-O, series wins on LAN after multiple 
tries (the Nocturns org has sent teams for 
HRX 2017, Masters LAN, and DreamHack 
Valencia); LATAM not only won a series, they 
won a total of four. Two of those wins were 
against PPL teams and to cap it all off, they 
made a trip into the semifinals. They won 
three maps in their past three events, but this 
event they won 14. Their run included a 2-0 
win over China Honor, 0-3 loss to Virtus.Pro, 
3-0 wins over Renegades and Kanga, a 3-1 
win over Virtus.Pro, and ended with a 3-4 loss 
to Natus Vincere. The question now stands: 
can they keep this level of LAN play up? Only 
time will tell but | certainly hope. This team 
now has experience winning on LAN and 
showed that LatAm should be taken seriously 
in the future. 
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. DOES CHINA HAVE MORE map 5, can China do better? There’s no doubt 
TO SHOW? 


It was before HRX that both JC Gaming and 
QG Craze, the two Chinese representatives, 


had visa problems and formed a super 

team together to create China Dream while 
allowing another team to form and become 
China Honor. Most didn’t expect China Honor 
to do all too much, and they didn’t in all 
honesty. Almost all the focus, when it came 
to China, was on China Dream and what they 
could do. Overall China Dream didn’t do that 
much either, they came in 4th in their group 
and 7th/8th overall at HRX. Who they lost to, 
however, left some questions. Both of China 
Dream's losses came to the finalists of the 
event, Fnatic and Na’Vi. Since they took a 
map off Na’Vi and then pushed Fnatic to a 


\~ 
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HAN RUI 


JIANG KUAN QIAN CHENGKUAN 


that China can perform much better when 
they have their full rosters, hopefully we’ll be 
able to see that again soon. The last thing | 
want is for China to be a one-hit wonder with 
DreamHack Valencia. 


YW. VISA ISSUES KILL 


A total of ten players were unable to attend 
HRX 2018 because of visa issues: Simsiloo 
from V.P, two players from each Chinese 
squad, and all of Flash Point Esports (CIS). 
The actual consequences of these absences 
can be argued until HRX 2019 and beyond, 
but it won’t change the results. NA PPL squad 
Renegades, in for Flash Point, suffered a 2-0 
loss to NiP and then a 3-0 loss to Nocturns 
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finishing a low 5th/6th in group and 9th-12th 
overall, the lowest of any PPL by a long shot. 
(Granted, they had a lot less time to prepare 
for the event than their PPL counterparts.) 
Next is China Honor, most of its players aren’t 
those who qualified, and it showed. Honor 
was unable to even earn a single point in 
either of their matches, they lost to Nocturns 
0-2 and Kanga 0-3. Lastly are V.P, they beat 
Nocturns 3-0, lost 0-3 to NiP, and then were 
eliminated by Nocturns’ vengeance (3-1). 
This effort gave them 3rd place in their group 
and 5th/6th overall. 


S. CONSOLE WARS CAN 
ALSO HAVE EXCITING 
MATCHES 


In only three matches, the PS4 Championship, 
the Xbox Championship, and the overall 
Console Wars Championship, the console 
Paladins scene proved that it can be just 

a entertaining as the big boys on PC. This 
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entertainment was shown mainly in the 
crowd’s reactions. Although it was the end 

of the day and most people were gone, 
possibly the loudest it ever got in the Expo 
Hall was during the Console Wars finals 
where Elevate took on Blight. A small portion 
of the crowd, about a dozen, were all for 
Blight, this included Ghost5 members who, 
consistently got out of their seats to cheer. 
This simultaneously skewed the rest of the 
crowd, about 50-60 people, to favor Elevate 
towards the end. Both sides got loud at their 
times while Blight and Elevate traded maps in 
the 4-2 final that, in my opinion, was one of 
the best series of Paladins at HRX. No matter 
if you play on Xbox, PS4, or PC, in NA, EU, 

or a smaller region, you shouldn’t ignore the 
console scene when it comes to Paladins. 
They are growing, getting stronger, and will 
continue to bring us great competitive play at 
future LAN events. 


By Christopher Wilson 
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